Some of the papers, often very interesting and comprehensive papers, which do not make it into this journal misconstrue its purpose and scope. The well-published academic will be only too aware that selecting a journal on the basis of its aims and scope is the first step towards successful submission, followed closely by noting and using the published author guidelines. This journal aims to publish papers on all aspects of the design and use of interactive learning environments, supporting individual and collaborative learning in the domains of education, training, life-long learning and knowledge sharing.
In order to pursue knowledge through research into interactive learning environments, it is helpful to keep in mind the audiences for such work. Impact is made through theoretical debates just as much as application testing and the production of new quantitative and qualitative data. This impact is upon learners through the developing understanding and influence of practitionerseducators and trainersand those who must make resource decisions on learning environmentsspaces, software and incentives for them to be used. In an era of rapidly increasing numbers of journals, we need to keep in mind those beneficiaries of research, ensuring strong grounding in previously published research, and encouraging systematic literature reviews, as well as rigorous methodology in the production of both quantitative and qualitative data.
This journal seeks to contribute to knowledge, practice and policy. In 2002, William Winn drew attention to a new age of research into educational technology involving a focus on learning environments. His focus on the volatility of technology, its relationship with authentic learning and the bringing into being of learning opportunities previously outside the scope of the classroom is confirmed in the 2017 Horizon Report on Higher Education. The latter report looks ahead to adaptive technology, natural user interfaces and artificial intelligence while maintaining the trend towards authentic learning which is learner-driven rather than educator-driven and the underpinning demand for improved digital literacy.
Many of these themes are picked up in this issue of Interactive Learning Environments: game-based learning, digital literacy, learning object design, learning metrics, augmented reality, cognitive load and the mediating variables of teaching beliefs and emotions in the use and acceptance of learning technologies. All these papers demonstrate the use of survey or experimental methodologies. The reader may be academic, practitioner/teacher or policy-maker. We trust that the issue will stimulate debate and provoke improvements for the ultimate beneficiarythe learner.
